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Simlne, a star is digitized.
Do you know what this means?
We have stepped into a new dimension:
Our ability to manufacture fraud
now exceeds our ability to detect it.
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-- CRBEMIERY (SIMONE ; 2002)
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CYBERPUNK =
CYBERnetic + PUNK
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What 1S ?

Cybernetics :
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What 1s ?
PUNK :

The punk subculture is a
subculture that is based around
punk rock.

It emerged from the larger rock
music scene in the mid-to-late-
1970s in the United Kingdom,
the United States, Canada and
Australia.

Punk culture encompasses
distinct styles of music,
ideologies, fashion, visual art,
dance, literature, and film.

Punk also lays claim to a
lifestyle and community.




What

“ Cyberpunk” is the term applied to a
science fictiom literary movement of the
1950s. Although there are several authors
from the 1960s and 1970s whose work
appears cyberpunk in retrospect, the term
wasn' t coined wuntil the nuhllcatlnn in
1984 of William Gibson’ s novel Neuromancer,

which won the Hugo, the Nebula and Philip
Dick awards — something no novel had

ever done.

Neuromancer presented a view of the future
that was different. Gone were the glass-
domed cities and Utopias of Golden Age
science fiction. The domes are still there
in ceyberpunk, but they re occupied by the
rich and guarded by security forces that
shoot first and don"t bother to ask
questions. rone were the monotone
dystopian nightmares of Orwell and
Levin — some cyberpunk worlds make 1984
look like Club Med.

The cyberpunk future 1is vibrant —

pulsating wjth life, from the streets to
the hlgh—rlses. Paradoxically, however,

that , life is cheap, perhaps because
there s so much of it — there might be

twenty million people in Tokyo or New York.
--"GURPS CYBERPUNK”, 1990. p004-p005
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What 1

CYBERPUNK
ADVENTURES

//'.

STEVE JACKSON GANMES

S 9

Cyberpunk is a style defined by two elements.
The first is the interaction of man with
technology. Computers are as common as
dishwashers in the cyberpunk future, and the
dividing line between man and machine is
sometimes  blurred. Is an artificially
intelligent computer (commonly referred to as
an Al) alive? If vour brain were put inside a
mechanical body, would vou still be human?
And if not, when was the line crossed?
Characters in cyberpunk campaigns will have
to be ready and able to deal with techmology
at all levels, from a broken heer bottle to a
military battlesuit.

The second element found in most cyberpunk
work is that of struggle. The world is
divided into two groups - the haves and the
have-nots - with a vast chasm between them.
Those with power want to keep it; those
without want to get it. This conflict can be
military f(as in Johm Shirley’s Eclipse
series), social (Bruce Sterling s Islands in
the Net), economic (George Alec Effinger’ s
When Gravity Fails) or a personal struggle
with the character’ s internal demons.

--"GURPS CYBERPUNK", 1990. p004-p005
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--"GLURPS CYBERPUNK”, 1990
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--"GLURPS CYBERPUNK”, 1990
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-="GURPS CYBERPUNK", 1990
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Cyberpunk i BEEIR  19805~2222
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What 1S ?

Cyberpunkz8#f :
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W. Gibson &

William Gibson :
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W. Gibson &

William GibsonffjERR :
GibsonBtAIEFHBIEEIZEH (Cyberspace) BIR A Bﬁf&ﬁ M B

i - D62 Y00 B )£t T e 5 % - R e

"‘, ..'7 e
Fifs

i 1 — =.-
i 11:*3 i"1 B

= ap . |
F F : o=

{Neuromancer) fH¥EHl : ﬁ

%ﬁggﬁggg(%ﬁg!ﬁ}g%“l%ﬁ %ml tion %%ﬁ% (De atrnde)ﬂi

Jack in/outRRiEHE & /be &)

Jump HI) R 750 e B 22 ) v s A Eh T

Riden] PEsByRi& B MR GRS TE A —st 28 L - i/ A fERR
F11pH] 27 AR s s ke ..

5 En] DL H R E RREC B ISR « MRBE I ST 5 — A AR e 55 it i S
% ’ %ﬁfﬁ%tﬂf £ —



WO PreNEURONANCER




WILLIAM GIBSON

NEUROMANCER

ALEPH
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NEUROMANCER
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About

Contents: Ao,
Chiba City Blues i . = i -
The Shopping Expedition NG _
Midnight in the Rue Jules Yerne =~ o
The Straylight Run | G":'é'fb ¥

Coda: Departure and Arrival

Neuromance

Key Characters:

Case 2 e 05,
Molly " = T
Armi tage (Colonel Willis Corto ) % P
Dixie (Dix; Flatline; McCoy Pauley)

“Tessier-Ashpool S.A.7 ("T-A")
3Jane Marie-France Tessier-Ashpool

Hideo
Wintermute
Neuromancer



Main Sites:
Chiba (Ninsei: Night City)

Sprawl (BAMA: Boston Atlanta Metropolitan
Axis)

Cyberspace / The matrix
Zion

Freeside

Straylight

L tr=rr=% IMNIRFIODICAT

Key Terms:
Cowboy / Samurai / Ninja

Lo
TATTIIoTS "l =% © I{E (Intrusion Countermeasure Electronics)
fﬁuuq ot Icebreaker / "Kvang Grade Mark Eleven’

: = Dermatrode (Trode; DermtElectrode)

S Simstim (Simulated Stimulation)
' Construct
A.I. (Artificial Intelligence)




William Gibson FESAfFE

ELEEE=# (Spravl Trilogy) 'WILLIAM
{Neuromancer) (1984) GIBSON
{Comnt Zero) (1986) MARRRE

{Mona Lisa Overdrive) (1988)

B &L= (San Francisco Trilogy)
{Virtual Light) (1993)
{ldoruy (1996)

{All Tomorrow's Parties) (1999)

HdBruce SterlingfH &
{The Difference Fngine) (1991)

5 G
{Buming Chrome} (1986)
Hp (Johnny Mnemonic) BpkiR1981
R1IDGEEIMEER (HERED

m PiTE
{Pattern Recognition) (2003)
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Bruce Sterling _
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Other Cool INKs...
NEAL STEPHENSON

M'EM SEEPHENSDM

.~ TONOMICON
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THE MATRIX
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Ghost in the Shell




. Ghost

Ghost: - A in
Soul / Spirit vs. A I, ,;,'1'
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Ghost in the Shell
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Ghost in the Shell




Ghost in the Shell
-

i ! CYBORG ?!J

Soul/Spirit f} ‘ A L.

\ J/ 1 R

: q' & :

i“ ........... ' | i
Body/Meat Machine
ANE / IEANE JENIE / NE



Goligs Joveney Coailinoes ..




GUNNM 1000







AKIRA  T08%










=

c

4

sl ey
i Jll
|

PUNK

AUIHDP GF VIRTUAL LIGHT

BDJC STHRL N

AUTHOR OF HEAVY WEATHER

—NG

“BREATHTAKING * ~THE NEW YORK TIMES BOOK REVIEW

SPECTRA SPECIAL EDITIONS
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Yeah, it's kind of like that
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CYBER vs. PUNK







SHODAN

Sentient Hyper-Optimized Data Access Network
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